READ BEFORE USING YOUR 
PLAYSTATION’2 COMPUTER 
ENTERTAINMENT SYSTEM. 


A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure 
in these individuals. Certain conditions may induce previously undetected 
epileptic symptoms even in persons who have no history of prior seizures or 
epilepsy. If you, or anyone in your family, has an epileptic condition, consult 
your physician prior to playing. If you experience any of the following symptoms 
while playing a video game—dizziness, altered vision, eye or muscle twitches, 
loss of awareness, disorientation, any involuntary movement, or convulsions 
IMMEDIATELY discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without firs 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 
The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the controller 
ports of MEMORY CARD slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 
> This disc is intended for use only with PlayStation 2 consoles with the 
NTSC U/C designation. 


Do not bend it, crush it, or submerge it in liquids. 
Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 


Keep this compact disc clean. Always hold the disc by the edges and keep 
itin its protective case when not in use. Clean the disc with a lint-free, 
soft, dry cloth, wiping in straight lines from center to outer edge. Never 
use solvents or abrasive cleaners. 


QVWUWYs 


This product has been rated by the Entertainment Software Rating Board. For 
information about the ESRB rating, or to comment about the appropriateness 
of the rating, please contact the ESRB at 1-800-771-3772. 
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STARTING THE GAME 


PLAYSTATION®’2 COMPUTER 
ENTERTAINMENT SYSTEM 


MEMORY CARD slot 2 
MEMORY CARD slot 1 —— 


USB connector — 


$400 i.LINK connector 


disc tray 


RESET button 


controller port 1 
controller port 2 


1. 


2. 


3. 


4. 


5. 
6. 


Set up your PlayStatior 


to the instructions in its Instruction Manual. 


Make sure the MAIN P 
is turned on. 


Press the RESET button 


open button and the di 


Place the NASCAR Thur 
side facing up. Press th 


Attach game controller 


OWER switch (located at the be 


. When the power indicator ligl 
sc tray will open. 


ider™ 2002 disc on the disc tra 


e open button again and the di 


(OPEN) button 


*2 computer entertainment system according 


ck of the console) 
ts up, press the 


y with the label 
sc tray will close. 


s and other peripherals, as app 


opriate. 


Follow on-screen instructions and refer to this manual for information 


on using the software. 


commanD THUNDER 
REFERENCE 


DUALSHOCK"2 ANALOG CONTROLLER 
CONFIGURATIONS 


L2 button 
L1 button 


R2 button 
R1 button 


directional buttons 


(D-Button) | } t _ ) 

left analog stick (L8 button \ } 

when pressed down) / — = 

SELECT button A\ button 
ANALOG mode button © button 


START button X button 
right analog stick (R3 button when pressed down) C) button 


BASIC CONTROLS 


Learn these controls to get up to speed quickly. 


GAME CONTROLS 


Steer: left analog stick 
or D-Button <> 


Reverse 
right analog stick W = Reverse Change view 
right analog stick 4 = Accelerate Accelerate 
right analog stick Y = Brake Brake 


COMPLETE 
CONTROLS 


Grab hold of these controls and race wheel-to-wheel against 


the top NASCAR drivers. 


COMPLETE RACING CONTROLS 


Accelerate 
Brake 

Reverse (when already stopped) 
Change view 
Track map/Damage meter 

Toggle rear view mirror ON/OFF 
[oggle HUD ON/OFF 

Shift up (man al transmission only) 


Shift down (manual t transmission only) | 
Pause Game 


MENU SCREEN CONTROLS 
Highlight menu items 

Cycle choices /Move sliders 
select/Go to next screen 
Cancel/Return to previous screen 
Help 


D-Button or left analog stick <> 

% button of Fight analog stick | ZB 
@ button or right analog stick Y 
Abutton £2 

e button 

L1 button 

L2 button 

SELECT button 
_R2 button 
R1 button = 
START button 


D-Button or left analog stick BY 
D-Button or left analog stick <> 
% button 
A button 
@ button 


INTRODUCTION 


NASCAR Thunder 2002 roars onto your PlayStation 2 console with the most 
authentic and competitive racing experience anywhere. Race the tracks, cars, 
and stars from the thrilling world of NASCAR® and create your own legendary 
champion. 


FEATURES 


“ 43 Cars On the Grid—Full fields, with the largest number of competitors 
ever seen on a console. 


“% Every NASCAR® Venue—23 tracks including the new Chicagoland and 
Kansas speedways. 


~~ Top NASCAR® Drivers—Over 50 drivers including Jeff Gordon, Tony 
Stewart, Dale Jarrett, Bobby Labonte, Mark Martin, and Dale Earnhardt Jr. 


+ Race Multiple Seasons—See if you can triumph as Series Champion and 
defend your title over multiple seasons as you build a NASCAR career. 


+“ Complete Career, from Rookie to Champion—Create your own racing 
dynasty and race multiple years of your career. Earn money to upgrade 
your car by completing sponsor contracts. Win Championships to unlock 
new cars. Win 8 Championships to beat the record of the greatest 
NASCAR driver—Richard Petty. 


For more info about this and other titles, check out 
EA SPORTS™ on the web at www.easports.com. 


y at 
SPORTS 


SETTING UP THUNDER 


THE GAME : 


2002 


Take some time to set up your game before you run your car. You'll 
stand a better chance against NASCAR drivers if you've got some 


fundamental skills and an understan 
behind the wheel. 


MAIN MENU 


From the Main menu, you can start 


ding of the track before you get 


a race, select a game mode, 


adjust your settings, or see what's coming up from EA SPORTS. 


QUICK RACE Jump into a race as your favorite driver 


on your 
start mic 
choose t 


RACE MODES Race yo 
build a 


avorite track. In Quick Race, you 
-way up the pack, unless you 
0 qualify. (& On the Track p. 9). 


r way through a NASCAR Season, 
ASCAR Career, or Create-a-Car. 


SETTINGS Choose Advanced or Standard mode (Assists), and 
modify or load Gameplay, Display, Controller, 
and Sound settings. 


INSIDE EA SPORTS Check out the EA sports lineup, view credits, 
or play one of the movies from the game. 


STARTING A 
QUICK RACE 


Trade paint in a single race and see if you can take the checkered flag. 


To 
1. 


2. 


3. 


start a single race: 
From the Main menu, choose QUICK RACE. The Qui 


Highlight 1 PLAYER and press the % button. The Dr 
appears. 


Press the D-Button € to choose a driver and the 
to advance to the Track Select screen. 


Press the L1 button and R1 button to cycle throug 


To create a car, select the Create-a-Car option fron 
screen (> Creating a Car on p. 11). 


ck Race options appear. 
iver Select screen 


n press the % button 


n driver categories. 
the driver select 


Press the D-Button €% to choose a track and then 
to advance to the Race Weekend menu. 


RACE WEEKEND MENU 


Navigate between all your NASCAR weekend events. 


press the % button 


CAR SETUP Get under the hood and tweak your car 


(> Car Setup on p. 17). 


PRACTICE Take a few practice laps ar 


how to handle your car. 


QUALIFY To start near or at the fron 
record a fast qualifying time. If you don’t qualify 


before a race, you automa 
back of the field, except in 
you start in the middle. 


START RACE Go to the track for the star 
QUIT Return to the Main menu. 


ound the track to learn 


tof the pack, you must 


tically start from the 


a Quick Race, where 


t of the race. 


ON THE TRACK — faunacr 


This section gives you all the info you need to dominate 
a speedway, superspeedway, short track, or road course. 


RACE SCREEN 


Track map- Fuel Gauge 


- Speedometer 
(MPH) 
Stat overlay. 


Draft meter—the closer and more inline you are 
to the car in front of you, the more of a draft you get 


FLAGS 

GREEN The green flag indicates the start of the race. 
When the green flag drops, it’s time to step 
on the gas. The green flag also appears after 
a yellow caution flag during the race. 

YELLOW The yellow flag cautions drivers to slow down 


and hold their positions because an unsafe 
condition exists on the race track. Cars on the 
lead lap may pit on the first lap under yellow 
after NASCAR officials open pit road. 


es NOTE: When the yellow flag comes out, all the cars are 
computer controlled. Get ready to resume control when the 
green flag appears. 


WHITE The white flag indicates that the lead driver 
is in his final lap of the race. This is your last 
chance to catch the leader. If youre in front, 
hold the lead because the pack will be making 
a last-ditch effort to hunt you down. 
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CHECKERED The checkered flag indicates that the lead driver 
has crossed the finish line and won the race. 


4¢ Following the race and the race highlights, the Race Stats screen displays 
each driver's finishing position and time/laps behind the leader. 


#% After a Season or Career race, the Season Standings screen appears. 
When you exit the Season Standings, the Season menu appears. 


PIT STOPS 

There are four situations that warrant a visit to pit road: low fuel, worn tires, 
poor handling, and damage. Your crew chief notifies you audibly when it’s 
time to refuel, change the tires, or repair damage. 


+ There is a pit entry speed limit of 100mph. If you exceed this speed limit 
a five second penalty is added to your pitstop time. 


, 


To make a successful pit stop: 
1. Decide which services you want before entering the pits. 


2. Enter pit road. The computer takes control of your car and the Pit Options 
menu appears. 


3. Select options before your car comes to a stop. 


4. When the pit stop is complete, your car pulls out of its stall. Hit the 
accelerator as you exit pit road to get back on the track. 


PAUSE MENU 


> To bring up the Pause menu, press the START button at any time during 
the race. 


RESUME RACE Return to the track. 

RESTART RACE Restart the race from the green flag. 

PIT OPTIONS Set new defaults for when you next enter pit row. 
CAR SETUP Adjust car setup (> p. 17). 


Car Setup can only be accessed during Practice 
or Race Weekend. 


RACE STATS View race stats by driver. 
SETTINGS Adjust your settings (> p. 11). 
QUIT RACE Abort the race and return to the Main menu. 


—, 
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CREATING A CAR THUNDER 
Design your very own NASCAR car and put yourself in the We 2OOE, 7 
driver's seat. 
DRIVER Highlight the Driver tab and press the 3 button 
to edit your created car's driver information, 
including name, team, birth date, and more. 
CAR Select the make, scheme, number, and style 
of number. 
You can also select a Pre-Fab car and tweak 
it to your liking. 
COLORS Select main, secondary, highlight, and number 
colors. 
SPONSORS Choose primary, secondary, associate, and 


contingency sponsors. 


SETTINGS 


Adjust the settings to suit your style of racing. 


ie NOTE: Default options are listed in bold in this manual. 


GAMEPLAY 
Al DIFFICULTY Race aS a ROOKIE, VETERAN, or LEGEND. 

The difficulty level increases with experience. 
RACE LENGTH 3, 5, 10, 25, 50, 100%. 


du 
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UNLIMITED FUEL/TIRES 


DAMAGE 


YELLOW FLAGS 


SPEED COMP 


DISPLAY 
LEADERBOARD 


INFO DISPLAY 
CAMERA ANGLE 


REAR VIEW MIRROR 
WIDESCREEN 


ASSISTS 


When ON cars never run out of fuel and their 
tires never wear. When OFF, you will need 
to pit for tires and fuel. 


Set the durability of the cars on the track. When 
ON, cars that sustain enough damage can be 
eliminated from the race. When LIMITED, if your 
car gets damaged, press brake to have it auto- 
repaired. When OFF, cars sustain no damage. 


When ON, whenever a hazardous situation arises 
on the track, the yellow flag comes out, and the 
field runs under caution (the computer controls 
your car while the yellow flag is out). Set this 
option ON/OFF. 

Available in Multiplayer Mode only. Set ON to give 
the trailing car a boost, giving them a chance to 
catch up. Choose off to disable this feature. 


Toggle the Leaderboard ON/OFF. 
Choose to display TRACK, DAMAGE, or NONE. 


Choose CLOSE CHASE, FAR CHASE, BUMPER, 
COCKPIT, of ROOF camera view. 


Toggle ON/OFF. 
Toggle ON/OFF. 


Some mode settings are the same as those mentioned in the Gameplay 
Settings menu (> p. 11). Duplicates have been omitted. 


MODE 


INFORMATIVE BEST LINE 


STABILITY CONTROL 


AUTO BRAKE 


Toggle between STANDARD or ADVANCED. 
This reads “Custom” if you select a combination 
of on and off settings. 


When ON, the quickest path around the track 
is indicated by a multi-colored line. 


When ON or OFF, helps control the steering and 
traction of your car to help you keep a line. If you 
want a more challenging driving experience, set 
this to OFF. 


When ON, provides help braking in corners. 


- 
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NASCAR 

CONTROLLER THUNDER 
Choose one of four controller configurations. pReee 7 


> From the Controller Settings screen, press the D-Button <> 
to cycle through the setup choices, then press the & button 
to accept the setup shown and exit. 


es NOTE: Controls listed in this software manual are from 
Configuration 1. 


Adjust speech, sound effects, engine, and music volume, and set the 
speech type and sound channels. 


SEASON MODE 


You don’t have to win every race to end the season on top. Compete 

consistently in a series of races in quest of a NASCAR championship. 

To start a new Season: 

1. From the Main menu, choose RACE MODES. The Race Mode options 
appear. 

2. Highlight SEASON and press the % button. The Season options appear. 

3. Highlight NEW and press the % button to advance to the Season 
Introduction screen. 


4. Read the introduction and press the % button to advance to the 
Season Setup screen. 


> To load a saved season, choose LOAD from the Season Mode options. 


SEASON SETUP MENU 


From the Season Setup menu you can choose your schedule, and set 
NASCAR options. After choosing OK here, you are taken to the Season Driver 
Select screen. Selecting your driver works similarly to selecting a driver for 
a Quick Race (> Starting a Quick Race on p. 8). Most of the items on the 
Season Setup menu are explained in Settings (> p. 11), except Number 

of Users and Schedule explained below. 


NUMBER OF USERS Choose 1-4 Players. 


SCHEDULE Set the number of races in your season 
(12 RACES, 24 RACES, 36 RACES, or CUSTOM). 
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1. 


2. 


3. 


4. 


How to use a Custom Schedule: 


From the Season Setup menu, choose a CUSTOM 
schedule and then continue to the Custom 
Schedule screen. 


From the top window choose ADD RACE and 
press the 3% button. The cursor moves to the 
lower left window. 


Press the D-Button f¥ to scroll through the 
races. When the race you want to add to your 
schedule is highlighted, press the % button. 


Continue in this way until you've selected all 

of the races you want to include in your custom 
season. Then press the & button to move the 
cursor to the upper window. 


Choose DONE and press the %# button to advance 
to the Driver Select screen. 


To remove a race from your custom season, select 
REMOVE RACE and press the % button. Then select 
the race to be removed in the same way that you 
selected races to add. 


> Alter you have setup your season, press the % button to continue to the 


Driver Select screen. 


> Press the D-button <> to cycle through available drivers. Press the 
% button to select your driver. 


> To create a car, cycle through until the Create-a-Car option appears and 
then press the % button to select ( Creating a Car on p. 11). 


SEASON MENU 


RACE WEEKEND 
STATS /INFO 
SETTINGS 


SAVE SEASON 


Start the next race. 
View driver standings, stats, and awards. 


Choose Advanced or Standard mode and adjust 
gameplay, display, controller, and sound settings. 


Save the current season and stats. 
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NASCAR® POINTS SYSTEM THUONG EE 
Rack up some points and you don’t have to take the checkered gp POOL? 
flag every race to end up the Season Champ. The chart below 
indicates the points awarded for the top 24 spots. 


POSITION POINTS POSITION POINTS POSITION POINTS 


Drivers who finish below 24th place receive three points less for each 
position (e.g., 25th place receives 88 points; 27th place receives 82). 


BONUS POINTS 
In addition to earning points based on finishing position, you can earn 
bonus points for leading at any point during the race. 


Each driver who leads the race for at least one lap receives 5 bonus 
points. 


¢ The driver who leads for the most laps in a race receives an additional 
5 bonus points. 


CAREER MODE 


Go for the championship. Create your car and drive your way to the top. 

Upgrade your car through money you earn in sponsorship deals and races. 

To start a new Career: 

1. From the Main menu, choose RACE MODES. The Race Modes options 
appear. 

2. Choose CAREER and press the %# button. The Career Mode options appear. 


3. Choose NEW and press the % button. The Career Introduction screen 
appears. Read the intro and press the % button to advance to the 
Career Setup menu. 


us 


A. Read the intro and press the %# button to advance to the Career Setup 
menu. 


+ The Career Setup menu is similar to the Season Setup menu (> Season 
Setup on p. 13 for more information). 


5. After you have set up your career, press the %# button to continue to the 
Driver Select screen. 


4 You can only use created cars in Career Mode. If you do not have a 
previously saved created car on a memory card (8 MB) (for PlayStation®2), 
then you need to create one here by choosing Create-a-Car at the Driver 
Select screen (% Creating a Car on p. 11). 


> To load a saved career, choose LOAD from the Career Mode options. 


SPONSORSHIP 


The Career menu is similar to the Season menu with the exception of 
Car/Sponsorship options. 


OFFERS Review your Primary, Secondary, Associate, 
and Package sponsorship offers. Be sure to note 
how youre expected to perform and what salary 
you'll earn. 


> Press the L1 button and R1 button to cycle 
through types of sponsors. 


STATUS Review your sponsorship contracts and your 
progress and status in terms of your goals. 


HISTORY Check out your races, income, and success. 


4. NOTE: You need to complete a sponsorship task before the 
history tab will appear. 


CAR ATTRIBUTES If you have enough money, purchase upgrades 
to improve your face Car. 


MODIFY CAR Change the look of your car at any point in your 
career, unless you have a Package Sponsor. 


" 


CAR SETUP 
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Before you take on the pros, set up your car to suit your 
driving style and the track you're racing on. 


Watch the meters on the right side of the screen to see 
how your changes affect your car’s handling, top speed, 
acceleration, tire wear, and steering response. 


> Press the L1 button or R1 button to toggle between meters 
and the baseline settings for each track. 


> Press the L2 button or R2 button to cycle through tracks when 


baseline settings are shown. 


TRANSMISSION 


TIRE PRESSURE 


REAR SPOILER 


SUSPENSION 


WEDGE 


GEAR RATIO 


An AUTOMATIC transmission provides 

a smooth, no-hassle race, but a MANUAL 
transmission lets you squeeze more out 
of each gear. 


Set the amount of pressure in your tires. 
Lower pressure increases contact with the 
track, improving handling and increasing 
tire wear. 


Increasing the degree of the Rear Spoiler 
provides better grip to the rear tires, but 
sacrifices top speed due to aerodynamic drag. 


Higher suspension settings increase the speed 
and amount of available steering. Try softer 
suspension settings on faster tracks and tighter 
settings on short tracks and road courses. 


Wedge lets you distribute weight to different 
corners of the car. Increasing wedge adds 
weight to the left rear corner and tightens 
up the car (car tends to lose grip in the front 
first). Decrease to transfer weight to the right 
front for a loose-running car (car tends to 
lose grip in the rear first). 


Set the height of your gear ratios. If you have 
a short gear ratio, you can accelerate quicker, 
but top speed is lower. Taller gears provide 
greater speed, but takes longer to get up 

to speed. 
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DEFAULT SETUP Reset all options to their original settings. 

SAVE SETUPS Save your setup to a memory card. 

LOAD SETUPS Load your setup from a memory card. 

> Press the & button to exit the screen. Accept or reject your changes 
in the pop-up. 


SETUP TIPS 

Your car setup can dramatically affect your driving performance. Check out 
these tips to get a crash course on how different settings can influence your 
face performance. 


More spoiler means more downforce and grip, but less top speed. 
Lower the spoiler as much as you can and still control your car. 


EA TIP: Use baseline (in Car Setups) to compare one track 
to other similar tracks. If you have a good setup on one track, 
it will probably work well on a similar track. 


4 Suspension makes your car more responsive. Increase it to as much 
as you can handle. 


On most tracks, you want to change the gear ratio so that you just barely 
red-light your engine at the end of the longest straightaway. 


EA TIP: You can load/save separate car setups for 
qualifying and racing. For Qualify setups, you don’t need to 
worry as much about blowing an engine or wearing your tires, 
among other things. 


EA TIP: Wedge makes you tighter (right, positive) or 
looser (left, negative). If you do a two-tire pit change, change 
your wedge to counteract the effects of tire wear that make 
your car run tight or loose. Remember: righty tighty, lefty 
loosey. 
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NASCAR 

TRACK TIPS THUNDER 
Different tracks call for different setups. You'll want to 2002” 


oe 
experiment with different setups during practice to see what 


settings work best with your driving style on a particular track. 
But below we've listed a few general tips to get you started. 


4 On SHORT TRACKS use lower gear ratios, a high spoiler, and 
higher suspension. 


“* For SPEEDWAYS, set medium gear ratios, about a 60 degree 
spoiler, and medium suspension. 


4 For SUPERSPEEDWAYS, use high gear ratio, set your spoiler as low 
as you can, and adjust for lower suspension. 


¢¢ On ROAD COURSES, use a mix of short track and speedway strategies, 
depending on the nature of the specific course. 


SAVING 
AND LOADING 


Save your created cars and favorite settings to a memory card 
for easy access to racing the way you like it. 


To save settings: 
1. After you adjust your settings, press the & button to return to the 
Main menu. A prompt appears asking if you'd like to save your settings. 


2. Choose YES and press the % button to save your settings. The Save 
File screen appears. 


> To select a memory card slot, press the L1 button and R1 button. 


> To view all saved files (not just saved settings), press the L2 button 
or R2 button. 


3. Press the % button to save your settings file. If you've already saved 
a settings file, you will overwrite your old settings with the new file. 


¢ You can only save one settings file per memory card. 
> To delete a file, highlight it and press the @ button. 
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save a created car: 

After you finish inputting your Create-a-Car choices, select done in the 
Sponsorships tab. A pop-up appears asking if you want to save your 
created car. 


Choose YES and press the 9 button to save your car. The Save File 
screen appears. 


To select a memory card slot, press the L1 button and R1 button. 


To view all saved files (not just create-a-cars), press the L2 button 
or R2 button. 


Press the % button to save your create-a-car file. 


If you want to overwrite a created car, highlight the file to overwrite 
and press the 9% button. 


To delete a car, highlight it and press the @ button. 

To save more than one created car, save each car to a different slot. 
load saved settings: 

From the Main menu, choose SETTINGS. The Settings options appear. 
Choose LOAD and press the % button. The Load File screen appears. 
Highlight the settings file you want to load and press the % button. 


To navigate between memory card slots, press the L1 button and 
R1 button. 


Saved Settings are automatically loaded on startup if you have your 
memory card inserted. 


load a car: 

Saved Created Cars are automatically loaded on startup if you have 
your memory card inserted. To load created cars after starting, press 
the @ button at the Driver Select screen. 


Your created cars appear at the end of the NASCAR drivers. Press the 
D-Button €% or the L1 button and R1 button to cycle through the 
drivers/cars until you see your created car and driver. 


ee NOTE: Never insert or remove a memory card when loading 
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or saving files. 
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Spotter: Anthony Holston 

Crew Chief: Cyndi Vicino 

Spotter: Miriam Suanders 
MUSIC 

“Sweet Home Alabama” 
Performed by Lynyrd Skynyrd 


Written by Ronnie VanZant, Edward King 
and Gary Rossington 


© 1974 Universal-Duchess Music 
Corporation (BMI) on behalf of itself 
and Longitude Music. 

Universal-On Backstreet Music Inc. 
(ASCAP) 

(P) 1974 MCA Records 

Under License from 

Universal Music Enterprises 


Edd Kalehoff 

Kalehoff Productions, Inc 

DATA PROVIDERS 

Driver Photography: Cameras In Action 


Driver Photography: 
Motorsports Memories/Steven Rose 


Driver Photography, Statistics: NASCAR 


Video Photography & Production: 
NASCAR Images 


Reference Photography: John Wendl 


LEGAL 
Business Affairs: 
Robert “Speedy” Gonzales, Marci Galea 


Legal: Kim Kostas, Letticia Rayson 
Music Licensing: Beverly Koeckeritz 
Contract Administrator: Leslie Trobaugh 
Contracts Coordinator: Kyle Winslow 


ELECTRONIC ARTS 
REDWOOD SHORES 


PR Specialist: Scolt Game! 

vP, Marketing: Chip Lange 
Documentation: Jessica Poorée 
Documentation Layout: Corinne Mah 


Senior Packaging Project Manager: 
Cole Bronn 


Package Design: POPGUN Design 
Package Art Direction: 

EA Creative Services 

Photography: Dave Durochik/ SportsPics; 
Cameras in Action 


cqc: Tony Alexander, Anthony Barbagallo, 
Darryl Jenkins, Dave Knudson, Ben Smith, 
Andrew Young 


SPECIAL THANKS TO: 
NASCAR: Blake Davidson, |) Damato, 
Dee Scott, Liz Schlosser 


Andy Petree Racing: Joey Joulwan 
Bobby Labonte Enterprises: Josh) Neelon 
Joe Gibbs Racing 


LIMITED 90 DAY THUNDER 


WARRANTY 


ELECTRONIC ARTS LIMITED WARRANTY 


Electronic Arts warrants to the original purchaser of this product that the recording medium on 
which the software program(s) are recorded (the “Recording Medium”) is free from defects in 
materials and workmanship for a period of 90 days from the date of purchase. If the Recording 
Medium is found to be defective within the 90 days from the date of purchase, Electronic Arts 
agrees to repair or replace the Recording Medium free of charge upon receipt of the Recording 
Medium at its service center, postage paid, with proof of purchase. This warranty is limited to 
the Recording Medium containing the software program(s) that was originally provided by 
Electronic Arts. This warranty shall not be applicable and shall be void if, in the judgement of 
Electronic Arts, the defect has arisen through abuse, mistreatment or neglect. 


This limited warranty is in lieu of all other warranties, whether oral or written, express or 
implied, including any warranties of merchantability and fitness for a particular purpose, are lim- 
ited to the 90-day period described above. In no event will Electronic Arts be liable for any spe- 
cial, incidental, or consequential damages resulting from possession, use, or malfunction of this 
Electronic Arts product, including damage to property, and to the extent permitted by law, dam- 
ages for personal injury, even if Electronic Arts has been advised of the possibility of such dam- 
ages. Some states do not allow limitation as to how long an implied warranty lasts and/or exclu- 
sions or limitation of incidental or consequential damages so the above limitations and/or 
exclusion of liability may not apply to you. In such jurisdictions, the Electronic Arts’ liability shall 
be limited to the fullest extent permitted by law. This warranty gives you specific rights, and you 
may also have other rights that vary from state to state. 

RETURNS WITHIN THE 90-DAY WARRANTY PERIOD—Please return the product along with a copy 
of the original sales receipt, showing the date of purchase, and a brief description of the diffi- 
culty you are experiencing, including your name, address, and phone number to the address 
below and Electronic Arts will mail a replacernent Recording Medium to you. If the product was 
damaged through abuse, mistreatment, or neglect, this 90-day warranty is rendered void and 
you will need to follow the instructions for returns after the 90-day warranty period. 

We strongly recommend that you send your product using a traceable delivery method. 
Electronic Arts is not responsible for products not in its possession. 

RETURNS AFTER THE 90-DAY WARRANTY PERIOD—|f the failure of the Recording Medium result- 
ed from abuse, mistreatment, or neglest, or if the Recording Medium fails after 90 days from 
the date of purchase, please return the product along with a check or money order for $15.00 
made payable to Electronic Arts, and a brief description of the difficulty you are experiencing, 
including your name, address, and phone number to the address below and Electronic Arts will 
mail a replacement Recording Medium to you. 

We strongly recommend that you send your product using a traceable delivery method. 
Electronic Arts is not responsible for products not in its possession. 


EA WARRANTY MAILING ADDRESS 
Electronic Arts Customer Warranty 


P.O. Box 9025 

Redwood City, California 94063-9025 

Web page: techsupport.ea.com Email: Warranty@ea.com 
Phone: (650) 628-1900 Fax: (650) 628-5999 
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NOTICE 


Electronic Arts reserves the right to make earner in the product described in this 
manual at any time and without notice. This manual and the product described in this 
manual are copyrighted. All rights are reserved. No part of this manual or the described 
software may be copied, reproduced, translated, or reduced to any electronic medium or 
machine-readable form without the prior written consent of Electronic Arts. 


3 NEED QA HINT? Call EA’s HINTS & INFORMATION HOTLINE 
* for recorded hints, tips, and passwords 24 hours a day, 7 days a 
week! 

In the US, dial 900-288-HINT (4468). 95c per minute. 

In CANADA, dial 900-451-4873. $1.15 (Canadian) per minute. 
If you are under 18, be sure to get a parent’s permission before 
calling. Hotline requires a touch-tone telephone. Call length 
determined by user; average length is four minutes. Messages 
subject to change without notice. 


TECHNICAL SUPPORT 

If you need technical assistance with this product, call us at (650) 628-4322 Monday through 
Friday between 8:30-11:45 AM or 1:00-4:30 PM, Pacific Standard Time. No hints or codes 
are available from (650)628-4322. You must call the EA HINTS & INFORMATION HOTLINE for 
hints, tips, or codes. 


EA Tech Support Fax: (650) 628-5999 
HOW TO REACH US ONLINE 


Internet E-mail: support@ea.com 

World Wide Web: techsupport.ea.com 

FTP: ftp.ea.com 

If you live outside of the United States, you can contact one of our other offices. 


In Australia, contact: In the United Kingdom, contact: 
Electronic Arts Pty. Ltd. Electronic Arts Ltd. 

P.O. Box 432 P.O. Box 181 

Southport Qld 4215, Australia Chertsey, KT16 OYL, UK 


Phone (0870) 2432435 


In Australia: For Technical Support and Game Hints and Tips, phone: 1 902 261 600 (95 cents 
per min.) CTS 7 days a week 10 AM-8 PM. If you are under 18 years of age parental consent 
required. 
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i, y SPORTS “i 
Software and documentation © 2001 Electronic Arts Inc. mip etl 
EA SPORTS and the EA SPORTS logo are trademarks or registered trademarks 2002 — 
of Electronic Arts Inc. in the U.S. and/or other countries. All rights reserved. es Z 


NASCAR Thunder™ 2002. NASCAR is a registered trademark and NASCAR 
Thunder is a trademark of the National Association for Stock Car Auto Racing, Inc. 


Drivers 
John Andretti name and/or likeness used under license by Petty Marketing Company, LLC. 
“The General Mills trademarks used under license.” 


© 2001 Evernham Motorsports, LLC. Dodge® is a registered trademark of DaimlerChrysler 
Corporation. 


The ‘Valvoline’ trademarks, and Johnny Benson's name and/or likeness used by authority of 
MBV Motorsports, LLC, Mooresville, NC. © 2001 MBV Motorsports/Johnny Benson Enterprises, 
Inc. 


The ‘CITGO’ trademarks, Roush Racing and Jeff Burton’s name and/or likeness used by 
authority of Roush Racing, Livonia, Ml. 


Ward Burton and Bill Davis Racing trademarks and likenesses are used under license from 
Caterpillar, Inc. CAT, CATERPILLAR and their design marks are registered trademarks of 
Caterpillar Inc. © 2001 Caterpillar. 


The Papermate, Rubbermaid, and Sharpie trademarks are trademarks of Newell Rubbermaid, 
Inc. or its subsidiaries and are used by permission. Roush Racing and Kurt Busch’s name 
and/or likeness used by authority of Roush Racing, Livonia, Michigan. 


The name, signature and likeness of Dale Earnhardt, Jr., the stylized #8, likeness of the #8 
racecar and the Dale Earnhardt, Inc. crest or script logo are licensed under the administration 
of Dale Earnhardt, Inc. 


© 2001 Evernham Motorsports, LLC. Bill Elliott trademarks licensed by CMG Worldwide. 
Dodge® is a registered trademark of DaimlerChrysler Corporation. 


©2001 JG Motorsports, Inc. The name and likeness of Jeff Gordon and the likeness of the 
#24 DuPont Chevrolet is used under license granted by JG Motorsports, Inc. ©2001 
J.G. Motorsports, Inc. Jeff Gordon name, likeness and signature and likeness of the 
J-G. Motorsports Inc. # 24 Pepsi Racing Monte Carlo are used under license by 
J.G. Motorsports, Inc. PEPSI, PEPSI-COLA, and the Pepsi Globe design are trademarks of 
Pepsi Co. Inc. 


Bobby Hamilton and Andy Petree Racing are licensed under the authority of Andy Petree 
Licensing. Flat Rock, NC. 2001. ©2001 Square D All rights reserved. D and Square D are 
registered trademarks of Square D Company licensed by TMDG, Charlotte, NC. 


UPS®, UPS.COM®, UPS Racing logo®, and the UPS Logo® are registered trademarks of the 
United Parcel Service of America Inc. and used under license. Dale Jarrett and Robert Yates 
Racing trademarks are used under license. 


The ‘DeWALT’ trademarks, Roush Racing and Matt Kenseth’s name and/or likeness used by 
authority of Roush Racing, Livonia, MI. The yellow and black color scheme is trademark for 
DeWALT ® Power Tools and Accessories. 


“Bobby Labonte ®”, #18® and “Interstate® Batteries” licensed under authority of Joe Gibbs 
Racing, Huntersville, NC 


Terry Labonte - License Granted By Kellogg Company and Hendrick Motorsports, 
TM, ®Kellogg Canada Inc. in/dans Canada. TM ®Kellogg Company Inc. elsewhere/partout 
ailleurs/en otros paises. © 2001 Kellogg Company. Used under license/utilize sous 
license/bajo licencia. ® #5 design ® Hendrick Motorsports. Used under license /utilize sous 
license/bajo licencia. 


© 2001 Chip Ganassi Racing with Felix Sabates. All rights reserved. Trademark usage by 
License of Cingular Wireless, Inc. 
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Kevin Lepage name and likeness and KODAK, MAX and Trade Dress are trademarks licensed 
to Electronic Arts by Eastman Kodak Company. Design 4 is a trademark of Morgan-McClure 
Motorsports, Inc. 


(Sterling Marlin) Chip Gnassi Racing with Felix Sabates. Trademark Usage by License of 
COORS BREWING COMPANY, GOLDEN, COLORADO 


Roush Racing's and Mark Maritn’s name and/or likeness used by authority of Roush Racing, 
Livonia, MI. 


Penske Racing, LLC trademarks, including the #12 and the likeness of the racecar, and 
Jeremy Mayfield’s name and/or likeness are granted by license from Penske Racing, LLC. 
“Mobil 1”, Mobil “Pegasus” and the Flying Red Horse are registered trademarks of 
Mobil Oil Corp. 


© 2001 Hendrick Motorsports / UAW / Delphi. 


Andy Petree Racing, Joe Nemechek, and Oakwood Homes are licensed under the authority 
of Andy Petree Licensing, Inc. Flat Rock, NC 2001. 


Penske Racing South, Inc. trademarks. Including the #02 and the likeness of the racecar, and 
Ryan Newman's name and/or likeness are granted by license from Penske Racing South, Inc. 
ALLTEL marks are registered trademarks of ALLTEL Corporation. 


The name, signature and likeness of Steve Park are licensed under the administration of 
Dale Earnhardt, Inc. Licensed by Steve Park Motorsports, L.L.C. The stylized #1, likeness of the 
#1 race car and the Dale Earnhardt, Inc. crest or script logo are under the administration of 
Dale Earnhardt, Inc. Pennzoil® is registered trademark of Pennzoil-Quaker State Co. 


Kyle Petty name and/or likeness are used under license by Petty Marketing Company, LLC. 
Sprint and the diamond logo are trademarks of Sprint Communications Company, L.P. 
Paint and decal design copyright © 1999 Sprint. 


Richard Petty items licensed by Petty Marketing Company, L.L.C. the Richard Petty name, 
signature and silhouette are exclusive trademarks of Petty Marketing Company, L.L.C. 


Texaco, Robert Yates Racing and Ricky Rudd Trademarks are used under license. 


The ‘Motorcraft’ trademarks, Wood Brothers Racing and Elliott Sadler’s name and/or likeness 
used by authority of Roush Racing, Livonia, MI 


©2001 MB2 Motorsports/KSR, Inc. @M&M's, M and the M&M's Characters are trademarks of 
Mars, Inc. and it’s affiliates. OMars, Inc. 2001. “Snickers”, “Skittles”, “Starburst”, “Kudos”, 
“Combos” and “Taste the Rainbow” are registered Trademarks of Mars, Incorporated and are 
under license. “Pedigree” and the “Rosette Design” are trademarks of Kal Kan Foods, Inc. 
©Mars, Inc. 


The likenesses of #31 race car, the “RCR” Richard Childress Racing checkered flag logo, and 
the stylized “31” are trademarks of Richard Childress Racing Enterprises, Inc. and along with 
the likeness and signature of Mike Skinner (trademarks of Mike Skinner) and the Team 
Lowe’s and Lowe’s Home Improvement Warehouse trademarks (trademarks of 
Lowe’s Companies) are used under license from Richard Childress Racing Enterprises, Inc. 
Team Lowe’s and Lowe’s Home Improvement Warehouse are trademarks of LF Corporation. 


“Kmart” trademarks; “Route 66” trademark; “Jimmy Spencer” name, signature and likeness; 
and likeness of the #26 Haas-Carter Motorsports race team are used under license granted 
by Haas-Carter Motorsports, LLC. 


“Tony Stewart®”, “#20® and “The Home Depot ®” licensed under authority of Joe Gibbs 
Racing, Huntersville, NC 


“Kenny Wallace” name, signature and likeness are used under licensed granted through 
TMDG, Charlotte, NC 


Licensed by Rusty Wallace, Inc. and Penske Racing South, Inc. 
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nascar 


The name, signature and likeness of Michael Waltrip are licensed under the 
administration of Dale Earnhardt, Inc. The Michael Waltrip trademark and THUNDER 
eA 


the name signature and likeness of Michael Waltrip are owned by, and used 
under license from Michael Waltrip, Inc. and/or Michael Waltrip. The styl- 
ized #15, likeness of the #15 race car and the Dale Earnhardt, Inc. crest or 
script logo are under the administration of Dale Earnhardt, Inc. 


Nestle Nesquick, Libby’s Juicey Juice, Nestle Carnation Coffee-Mate, Nestle Toll House and 
Nestea are registered trademarks of Nestle and are used with permission. Driver’s name and 
likeness, used by permission of Jeff Green Enterprises, Inc. Ppc Racing used by permission of 
ppc Racing, Inc. 


Kevin Grubb name and likeness, Brewco Motorsports, Inc. marks and sponsors marks licensed 
by Brewco Motorsports, Inc. Central City, KY 


“Mike McLaughlin”, #18® and “MBNA ®” licensed under authority of Joe Gibbs Racing, 
Huntersville, NC 


Jamie McMurray name and likeness, Brewco Motorsports, Inc. marks and sponsors, 
#27 Williams Travel Centers marks licensed by Brewco Motorsports, Inc. Central City, KY. 
Williams Travel Centers is a registered trademark of Williams Co. 


The Michael Waltrip trademark and name and likeness of Michael Waltrip are owned by, and 
used underlicense from Michael Waltrip, Inc. and/or Michael Waltrip. 


Hot Tamales ® and the sun character are registered trademarks of Just Born, Inc. © 2001. 


Jani-King and the Jani-King logo are registered trademarks of Jani-King International, Inc. and 
are used under license. 


Tracks 
Chicagoland Speedway™ used under license. 


Dover Downs International Speedway™ used under license. 
Indianapolis Motor Speedway™ used under license. 
Martinsville Speedway™ used under license. 


New Hampshire International Speedway®”, “Magic Mile®”, “Loudon Classic®” and the 
related images and logos are the proprietary property of New Hampshire Speedway, Inc., 
and are used under license from New Hampshire Speedway, Inc. 


Pocono Raceway is a registered trademark of Pocono International Raceway, Inc. 


Atlanta Motor Speedway ®, Bristol Motor Speedway ®, Las Vegas Motor Speedway ®, 
Lowe's Motor Speedway ®, Sears Point Raceway ® and Texas Motor Speedway ® including 
name, likeness, logos, event names and event logos are registered trademarks of Speedway 
Motorsports, Inc. Officially licensed product of Speedway Motorsports, Inc. © 2001 


California Speedway, Darlington Raceway, DARLINGTON, Too Tough to Tame, Darlington 
Raceway, Daytona International Speedway, DAYTONA, Daytona Speedweeks, Daytona USA, 
Daytona 500, The Great American Race, Homestead - Miami Speedway, Kansas Speedway, 
Michigan Speedway, Michigan International Speedway, North Carolina Speedway, The Rock, 
Phoenix International Raceway, The Phoenix Mile, PIR, World's Fastest One-Mile-Paved Oval, 
Copper World Classic, Phoenix, Richmond International Raceway, Richmond, Talladega 
Superspeedway, TALLADEGA, The World's Fastest Superspeedway, Watkins Glen, Watkins Glen 
International, New York's Thunder Road are used under license from International Speedway 
Corporation. 


Chevrolet, Monte Carlo, Pontiac, Grand Prix, the Chevrolet “Bow Tie” emblem, the Pontiac 
“Arrowhead” emblem, and vehicle model body designs are General Motors trademarks used 
under license to Electronic Arts Inc. 


Dodge is a trademark of DaimlerChrysler Corporation. 
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Ford, Taurus and vehicle model body designs are trademarks of Ford Motor Company and 
used under license to Electronic Arts. Inc. 


Alka Seltzer is a registered trademark of Bayer Corporation, used under license. 
STP® trademark used under license. 


LOONEY TUNES, characters names and all related indicia are trademarks of and © Warner 
Bros. 


©2001 Yellow is a registered trademark of the Yellow Freight Systems. 


ALBERTSON'S, INC., Boise, Idaho, is and shall be the sole owner of any and all copyrights, 
intellectual property rights, and property rights worldwide in and to the Albertson’s 
trademarks, names, and logos used in connection with EA Sports’ NASCAR THUNDER 2002 
facing game. 


All other car, team, and driver images, track names, trademarks, and other intellectual 
property are the property of their respective owners and used with permission. 


Dolby and the double-D symbol are trademarks of Dolby Laboratories. 
EA SPORTS™ is an Electronic Arts™ brand. 


“PlayStation” and the “PS” family logo are registered trademarks and DUALSHOCK is a 
trademark of Sony Computer Entertainment Inc. 


All other trademarks are the property of their respective owners. 
DTS interactive technology licensed by Digital Theater Systems, Inc. 
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«VOU CALL THE SHOTS 
= Play as 144 NCAA® teams, including 117 
Division I-A and 27 Division I-AA schools. 
* SHINE IN THE NATIONAL SPOTLIGHT 
Top 25 and BCS™ rankings, plus individual 


honors such as the Heisman Memorial 
Trophy™. 
* THE ROAD TO THE ROSES 
Earn a bid to play in one of the 26 
bast ——— eaten postseason bowl games including the Rose 
Bowl®, Nokia Sugar Bowl®, FedEx Orange 
Bowl’, and Tostitos® Fiesta Bowl®. 


«NOT SO FAST MY FRIEND 
Commentary from the broadcast 
superteam of Lee Corso, Kirk Herbstreit, 
and Brad Nessler. 


« GRIDIRON 101 
Campus Challenge rewards your big 1a 
with unlocked teams, stadiums, and bonus 
features. | 


Neen cos 


GHEGH OUT THE ENTIRE 
EA SPORTS LINEUP AT 
WU CASPORTS. OHS 


Electronic Arts, 209 Re d Shores Parkway, CA 94065, © 2001 Electronic 


Group. All names, logos, tean 
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